The purpose of this study was to determine how much influence the statistical-based model for U16 year athletes.
I. INTRODUCTION
Basketball games are one of the most popular sports in the world, fans from all ages feel that basketball sports games are fun, competitive, educating, entertaining, and healthy so they can be played by sons and daughters, parents, adults, teens and children. Individual skills such as shooting, dribbling, and rebounding, as well as attacking or defending teamwork, are requirements to succeed in playing this sport [1] [2] [3] . Characteristics of basketball games that are so competitive require each team to try to put the ball into the opponent's basket by using their hands to score numbers and instead try to keep their own basket so that the opponent cannot score [4] .
Technically, each basketball player will display all the abilities he has to bring the team to win the match. The victory of a team depends on the individual's ability to master several techniques in basketball games such as passing, shooting, dribbling, and rebounding as well as teamwork or understanding playing to win matches [5, 6] .
II. MATERIAL AND METHOD
In this study, researchers used the single group pretest posttest experimental method in their research taken from the results of gathering information and the symptoms that existed at the time of the study, meaning that the data was taken during the game tournament after it was given a program on the team that presented the victory a little so the magnitude of the effect of the experiment can be known with certainty. Regarding Gall's experimental method, says that, "The experimental treatment would be the introduction of the new reading program into the daily schedule of learning activities of a group of students" [7] . Whereas Fraenkel says that "experimental research is unique in two very important respects: it is the only type of research, and when properly applied, it is the best type for testing hypotheses "about cause-and-effect relationships" [8] . Based on the explanation above, the step of this research is not limited to the data collection process of data preparation only but includes the process of analysis, treatment and interpretation of the meaning of the data obtained, The TGFU learning model has an influence on the results of learning to play basketball [9] . Some taken from the population are called research samples. Regarding this, Fraenkel explains that, "their conclusions about a group of people (students, Republicans, football players, actors, and so on) experiences they have with a fairly small number, or sample, of individual members" [8] . Selection process to be part of the research the sample of this study were athletes 14-16 years.
III. RESULT AND DISCUSSION
The purpose of this study was to identify statistics related to the game, the most distinguishing between high and low ability players in several matches. Research in this match will see individually the needs that are needed so that in a match the ability of athletes will increase based on statistics. When analyzing all matches, it is possible to identify a small part of the game's performance indicator that distinguishes the winning and losing teams (assists, defensive rebounds, 2 and 3 field success points). Assist is an indicator of teamwork, and gives more opportunities to score goals and win [10] . Assist and turnover are not only related to the technical capacity of the players but also the decision and perception processes, which are related to, for example, team maturity or time, which is very important for printing baskets (reading defenses and knowing which is the better time to pass ball to teammate).
According to Ibáñez et al., defensive rebound has an indirect effect on the rhythm of the game, more rebounds will mean more opportunities to carry out attacks, which begin after a defensive rebound [11, 12] . 3-point shots can make a difference in the outcome of the match. Some studies have focused on the importance of previous game performance indicators [13] [14] [15] . In recent years, it seems clear that longrange shots have a greater influence on game dynamics creating more space for players closer to the basket due to higher accuracy than three-point shooters. The players become specialists, focusing their appearance on long-range shots in a 3-point shot match can distinguish between winning and losing teams [16] . Even in junior groups and groups of 3-point shot women can determine or predict the victory of the team [15] . The results of the average match include PTS (10,42%), ST (2,92%), AST (3,22%), REB(7,67%), EFF(4,38%).
IV. CONCLUSION
The results of the match indicate that the team that wins and losses will be determined in the statistical results of each player. Overall, the game shows the importance of teamwork and individual qualities such as effective defensive rebounds, 2 or 3-point shots, assists and reduced errors both individually and in teams. As a limitation of research, it seems clear that quantitative analysis is not enough to understand what happened in a match. Qualitative complementary analysis is needed to explain why and how statistical results are applied in an exercise program.
